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THE ATLANTIS FACTOR 
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CASTLES AND CANNONS COME ALIVE 
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GET CLOSURE 


CLOSE TARGETING 
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weapon is almost always the Option-a ghost ship with 
of these Options, and learn how to control them effec- 
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T-800 STORAGE ROOM 

STAGE 2 E3sl§:?Mj 


RE-PROGRAM CIRCUITRY KEY 


THE T-800 




PROTECT YOUNG JOHN 

STAGE3 















H ASTA LAVISTA, BABY! 


DON'T STOP NOW! 

TERMINATOR 2 
JUDGMENT DAY 
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THE PRINCESS IN 

PURSUIT?? LET'S 
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THE JOURNEY HAS JUST BEGUN 
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MAP KEY 



ILLAGE MAPS OF WARLOCK ZONES I THROW 
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| SET YOUR SIGHTS | 



SWITCH 

SHOOTER 

attached to either side of the 
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ACTRAISER 


HOW CAN I MAKE THE POPULATION 
OF NORTHWALL GROW? 


























FACEBALL 


WHERE ARE THE WARP ZONES 
IN LEVELS 10 AND 20? 



WHAT ARE THE CORRECT BONUS PASSWORDS? 
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training. 


Win a VIP trip for 
2 to witness an 
actual Space Shuttle 
launch!** 

Take a VIP tour of 
the Astronaut 
Hall of Fame. 

Attend the U.S.Sp: 
Camp for one session 
of astronaut 







■■QBQiaBaEDBBQQtMQGCIQSSiiU 




Prize 


Second Third ■ 
Prize 8 

Official Space Camp Wristwatch Nintendo -• 

and a Space Shuttle Project Game Pak Power O 

from Absolute Entertainment. 


Official Contest Rule: 




Nintendo Pow< 
P.O. Box 97062 
Redmond, WA 
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YOUR GUIDE TO THE LATEST RELEASES 
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PLAY INFO POWER METER 

Games are made to be played with as many, The Pros at Nintendo HQ rate 
x ^ , as four players. Some also employ a battery each new game. Ratings are 

can get the most out of our or password to save game play data. from 1 (poor) to 5 (excellent) in 

ne chart by understanding , p = 0NE pLAYER fourdifferentcategories. 

the categories. Title, Company jp-s = TWO PLAYERS SIMULTANEOUS G - GRAPHIC AND SOUND 

and Game Type are self 2 P-A= TWO PLAYERS ALTERNATING p " piAyrnUTOm 

explanatory. Use this Key to 4P-A = EOUR PLAYERS ALTERNATING , " 

understand Play Info and the BATT = BATTERY C = CHALLENGE 

valuable Power Meter ratings. PASS = PASSWORD _T = THEME AND FUN 




































































The coming months may tell a different tale, but the Super Mario Bros, continue their 
unequaled domination of each game system. The scramble for supremacy in the Super 
NES category kicks into high gear! 


| SUPER MARIO BROS. 3 [6 DR. MARIO 

m.jCh p om-jr-f, I 7 POINTS BATMAN 
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- 15 'cp! MEGA MAN n 

” 1 banle Ganon any - fl6pbfe: ZELDA I: the adventure of link 

(TOIsj bases LOADED I 

MEGA MAN HI I ) FINAL FANTASY dMI dragon warrior n 
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WHAT ARE YOUR FAVORITE 
SUPER NES GAMES? 
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Gradius HI 




TAKE 5 


3. Dragon Warrior 


1. Final Fantasy 

2. The Legend of Zelda 

4. Dragon Warrior H 

5. Zelda IMf— 




































































Top Gun: Guts & Glory konami 



Turn And Burn absolute 


best Game Boy flight 
DogFight° UCS Um 


:or of Super BattleTank. One 


given a briefing bel 
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JAPAN WATCH 


FUTURE GAMES 



NES 


Bio Force Ape 
Contra Force 
Cyberball 

The Empire Strikes Back 

Might & l Magtc ry 
Rocky 

Terminator 2: 


T&C 2: Thrilla’s Surfari 
Ufouria 

Uncharted Waters 
Wizards & Warriors HI 


SUPER NES 


The Rocketeer 
RPM Racing 
Smash TV 
Super Battletank 
Contra m 
Super Off Road 
Super Play Action 
Football 
TMNT DC 


GAME BOY 


High Stakes 
Lunar Chase 
Mousetrap Hotel 
Nail N’ Scale 
Star Trek 

Top Gun: Guts & Glory 
Turn And Burn 





































THE EMPIRE STRIKES BACK 
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DON'T MISS OUT! 

If you received an Instant Redemption Certificate from 
Nintendo last November, remember, it expires on March 15, 
1992. The Certificate is worth $5.00 off any NES 8-bit Game 
Pak bearing the Official Nintendo Seal of Quality. So don’t wait 
too long to visit your authorized Nintendo dealer or you might 
miss out! Keep in mind that the Instant Redemption Certificate 
can be used only when purchasing an NES Game Pak bearing 
the Nintendo Seal of Quality. The Certificate is invalid for all 
other products. 


If you have questions about your Instant Redemption Certificates, 
you can call or write to Nintendo Consumer Service at: 


Call 

Or 

Write 


(800) 255-3788 


Nintendo of America Inc. 

P.O. Box 97033 
Redmond, WA 98073-9733 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


4 



